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REDESIGN AND PORTFOLIO PROJECT 

Due 4/26 by 11:15am 

Objectives 

The ‘labs’ in this course aimed to add many new tools to your belt and to improve your 
efficient use of these tools by encouraging you to critically set and solve problems. This 
assignment provides you with an opportunity to do three things: 

(1) demonstrate your understanding of general principles of cartography/spatial viz, 

(2) share strategies for efficient workflows, 

(3) begin a portfolio to share your best work with potential employers and other 
interested parties. 

Honor Code 

For this assignment ‘unauthorized aid’ includes any discussion with fellow students, 
course instructors and other faculty regarding: (1) the design of your layouts, (2) the 
description of your design and procedural decisions and (3) the description of your design 
patterns (see below for a description of each). 

‘Authorized aid’ includes assistance with the construction of your personal blogs from 
fellow students, instructors and LIS staff. 

Assignment 

There are four components to this assignment. The sections below describe each 
component in more detail. 

(1) Revise two layouts from the eight ‘lab’ assignments 

(2) For each layout, describe the design decisions and important procedural decisions in 
both the original layout and the redesign 

(3) Develop at least three ‘design patterns’ for a pattern language of cart/spatial viz 

(4) Publish your first drafts, your redesigns and your descriptions on your personal blog 
(not required, but strongly recommended).  

Layout Revisions 

Please choose two layouts that showcase your knowledge of cart/viz principles and 
techniques. For this assignment, please pick two layouts from the following: 

 Adirondack hiking guide 
 Burlington assessor layout: either bivariate map or land use/tax generation multiples 
 Modality and distance layout 
 Study abroad program 
 Geological history guides or changes to Proctor 
 
The following layouts are not eligible for this final project: Middlebury zoning map, 
Burlington/Perth map, Bizarre map. 
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Design and procedural descriptions 

By design decisions, I mean: tell me why you decided to compose and configure your layouts 
as you did. Every single detail on your layout reflects a decision that you made. Ideally, 
each decision should be linked to at least one principle of cart/spatial viz. 

By important procedural decisions, I mean: tell me how you did things on your layouts. I’m not 
asking for a fly-on-the-wall narrative of how you made your layouts. Rather, I’d just like 
you to record useful work-flows and procedures that you think could save other people 
time/frustration in the future. 

For these descriptions, please try to write for a general audience that includes your 
professor, a potential employer, a visitor to the Geography Dept website and someone in 
your family who is interested in what you are doing. The goal here is to convey 
techniques and concepts that are of interest to specialists but accessible to laypeople. 

For each layout, please begin your description by stating: purpose/map thesis, intended 
audience, and intended medium. Then present a detailed description of the design and 
procedural decisions evidenced by your layout. Each description should be between 500-
1000 words. 

Your descriptions should aim to identify all the general design principles expressed by 
your layouts. Please reference these principles to course readings with Harvard (author-
date) style. Please note that these citations should include page numbers. Also please note 
that you may not simply cite one of my lectures. If you use Mozilla, Zotero is a free and 
easy reference software. 

Design patterns 

Please identify at least three design patterns that are expressed by one or both of your 
layouts. As a minimum, a pattern should define three things:  

(1) a context where a problem arises, 

(2) a problem where one or more forces constrain a principle or goal, 

(3) a solution, or a method that removes the conflict and realizes the principle or goal.  

This is a highly simplified version of a pattern language as developed by the architect 
Christopher Alexander. It’s also a logical framework that creeps into some of Tom 
Patterson’s work (see his discussion of ‘foreshortening’). Pattern languages have also been 
used to communicate interactive designs and object-oriented programming strategies. 

The key idea here is that a design pattern does not simply describe a principle or goal. 
Instead, it identifies a recurring situation that constrains the realization of that principle or 
goal and then offers a good solution to this problem.  

Evaluation 

My evaluation of this project will be based largely on the following: 

(1) ability to put general principles from readings into practice 

(2) ability to problem solve and develop efficient work flows 

http://www.lib.monash.edu.au/tutorials/citing/harvard.html
http://www.lib.monash.edu.au/tutorials/citing/harvard.html
http://www.zotero.org/
http://downlode.org/Etext/Patterns/
http://www.shadedrelief.com/3D/yellowstone.html
http://www.noisebetweenstations.com/personal/essays/intro_to_pattern_languages.pdf
http://www.patternlanguage.com/bios/douglea.htm

	REDESIGN AND PORTFOLIO PROJECT
	Objectives
	Honor Code
	Assignment
	Layout Revisions
	Design and procedural descriptions
	Design patterns
	Evaluation


